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The majority of video games, whether in the arcade or for 
home computers, cannot claim to be something that develops 
meaningful and realistic skills in the player, while at the same time 
giving entertainment. 

This is not true for the so-called first-person or simulator 
games, however. In these games, the player finds himself inside a 
spaceship, jet, tank, or other vehicle, rather than having an 
objective or "third-person" view of the action that is usually found 
in video games. This first-person perspective is of course the only 
natural one that a pilot or driver can have, and in mastering these 
games the player actually develops the skills involved in the real- 
life activity. 

Those who train real-life pilots certainly realize this, and 
today we find that the most sophisticated first-person games are 
in fact simulators used in Air Force, Astronaut, and other 
professional programs. And although the average person doesn’t 
have access to this kind of high-priced equipment, a number of 
worthy simulators have been created for both the arcade and 
home computers. 

This has been my area of interest for several years, and I feel 
I've had enough experience to know a winner when I see one. It was 
thus with great pleasure that I had my first playing experience 
with Elite. In game play, realism, and attention to detail, this may 
be the best first-person game ever devised. The graphics and game 
complexity are things not usually regarded as possible for today's 
low-priced microcomputers. 
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In this book. I share with the reader those strategies I 
developed (through over 200 hours of play) that brought me Elite 
status and a multi-million credit fortune. 

This is not intended as a substitute for the instruction 
manual that comes with the game; before reading it, you should 
study the manual and learn some basics of game play through 
actual practice. This book is intended as a complement to the 
manual, something that develops strategy and techniques for 
specific parts of the game. Although it will be of most help to 
relative beginners, advanced players should also find items of 
interest. 

Whatever your present level of experience in the game, may 
\our long-awaited attainment of Elite status be as exciting to you 
as it was to me! 
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Elite gives you the option of either keyboard or joystick 
control over the maneuvering of your ship. By all means use a 
joystick, since little is as awkward as tiying to control motion with 
a bunch of buttons. 

For maximum performance you should also shun the Atari- 
2600 style joystick, or any like this that are short, clumsy, and 
have an independently-mounted fire button. You need something 
like the Wico Command Control stick, with the pistol-grip option: 
a stick that allows for precise control, is tailored for the human 
hand, and has a thumb-mounted fire button. 

The joystick should be securely mounted to a table or desk, 
with adhesive pads you can buy at hardware stores. Position the 
computer keyboard just behind the stick and to the side, for rapid 
manipulation of its functions with your other hand. 

Such simple rules make a tremendous difference in one's 
success, and it's amazing how often they're overlooked. 


Maneuvering 

Your ship is fast and precise in its maneuvering, although 
the mechanics of control are rather unique and take some getting 
used to. 

The only way you'll get good at steering and aiming is to 
practice extensively, but it may clarify matters a little if I explain 
what's going on in terms of simple geometry. 


Chapter 1 Basics of Flight 
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In most first-person flying games, pulling the shck causes 
, m Dull up. while pushing it forward causes the nose to 

Th S is also true for real aircraft, where these pitch chang, 
St in climbing and diving (through aerodynamic forces). 


[es 


\ similar pattern is followed by Elite, where a pitch change 
doesn't just rotate your ship, but puts it on a new heading. 
\nparentlv vour ship has engines that automatically accelerate it 
in the direction in which you point it and scrub off speed from the 
old heading. 


In most first-person flying games, pushing the stick to the 
right will steer the craft in that direction, and likewise to the left. A 
change in yaw is achieved (the nose of the craft moves right or left) 
as well as a corresponding shift in heading. 


If the game is an aircraft simulator, this joystick action will 
also be accompanied by a roll (banking) to the right or left, since 
such a rolling maneuver is needed in aircraft to achieve maximum 
turning force and also to make turns more comfortable. 

In Elite, pushing the stick to the right or left will only roll the 
spacecraft: in the same pattern as the rolling of an aircraft, but 
without any change in yaw or heading. 

Many situations require changes in yaw or horizontal heading, 
as where a target lies to the side of your sights. This change in yaw 
and horizontal heading must be achieved indirectly, by rolling so 
as to place the target (or desired heading) above or below the 
sights, and then executing a pitch change to place it in the sights. 


Scanner 

nwknnorWiif ? n f,° f / he most sophisticated features of Elite, and to 
my knowledge is the first 3-dimensional scanner in a game. 

in relation t^voil^y 516 , 111 °/ scanner always shows objects 
"wings" of ItS hori20 ^l P^ne is the plane of the 

the far side of ihl rT* ^° Ur S ^P at its center. The green on 
forward screen. An i^ e ^6^ °f view provided by y oU ** 

your ship is shown hv ^ u , stance above or below the plane of 
the plane. ^ ie h^ght of the column connecting it with 
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Police craft, pirates, freighters, and other ships are shown 
in yellow (with the exception of Thargoids which are orange when 
alone, greenish when surrounded by Thargons). Escape pods and 
cargo canisters are also shown in yellow. Asteroids are in red, 
while space stations and missies show as green. 

If an object shows on your scanner which you wish to bring 
onto your forward screen, you should follow a pattern similar to 
the one for bringing a target into your sights. First, roll in 
whatever direction will most quickly place it in an imaginary 
vertical plane centered on your ship (in other words, the target 
designator on the scanner should be directly above the T in 
"ELITE' 1 ), then pitch up if it's above the scanner plane, pitch down 
if it's below. 


Refueling 

Although you can refuel at a sun, this is basically a waste of 
time in serious play. You should refuel while trading at a station. 

If you wish to refuel at a sun, you'll need a fuel scoop and to pass 
close enough to almost destroy your ship (note the cabin 
temperature guage at left). As soon as "fuel scoops on" appears on 
your screen, pull away and make your escape. 


Chapter 1 Basics of Flight 
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„ ,. rf (hp cnn in the first place can sometimes be a 
Finding should use a systematic scanning technique to 
problem, andy h { ^ a reference point pitch through a full 

360 = then roll Ibout 40°. then pitch another 360 , and so on. 


Other Screens 


The right, left, and rear screens of your ship can also be 
outfitted with lasers, however these are basically useless in 

combat. 

The reason is that the aiming mechanics are all shifted 
around when operating from a different perspective, and it would 
result in great confusion to try to go from the system you learned 
for the forward screen, to another one. 

In the case of the rear screen, pushing the joystick forward, 
for example will result in your ship seeming to climb (since the rear 
of a spaceship will rotate upward when it dives). You could "correct” 
this by freezing the game and reversing the "Y-channel" of the 
joystick (see the Quick Key Control Guide that comes with the 
game or Leroy's Cheatsheet for ELITE!) Since it doesn't take long 
to make a 180° turn and just use the forward screen, the value of 
such a move could be questioned. You will be moving away from 
most objects showing on your rear view, so it will be intrinsically 
harder to shoot a target from this perspective. 

Things are even worse for the right and left screens, where a 
pitch change looks like a roll maneuver, and a roll looks like a pitch 
change. 


Control Limitations 

comn„tt°r te , hecauac of limitations in the design of the 
joystick t ®t me I°r U cannot simultaneously operate the 

etc ). d th keyboard functions (speed control, ECM system. 

a keyboard function v^ ratl °? S ^ ways precedence, and to use 
_ you must momentarily let off the controls. 

^ Leroy s Helpbook ™ for ELITE 


Saving Games 

It is good insurance to periodically save your game to disk, 
not just when you end a session. You should also back up your 
disk on occasion. In a beginning game, where you have not yet 
equipped your ship, you should, in fact, save it every time you 
dock. 


Although not stated in the manual, it is in fact possible to 
save over a previously saved commander. To do so you must add 
an to the beginning of your commander's name. Even with 
this ability you may wish to use a system of saving such as: 
Commander1, 2, 3....25....100, etc. This will allowyou to keep track 
of your games for retrieval and study. 

Even if your Elite disk has a notch and is capable of holding 
saved games, you should save to a blank formatted disk instead. 
The reason for this is that saving even once on the master disk will 
eventually ruin the disk and force you to have it replaced and begin 
your game from scratch. 

Note: when you are ready to save, you simply remove your 
Elite disk and insert a blank formatted disk into the drive (the 
manual that comes with the disk drive will tell you how to format a 
disk). 


Chapter 1 Basics of Flight 
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The pulse laser you start out with is woefully inadequate - it 
takes so long to wear down the shields of most opponents, that 
you'd better try to avoid conflicts if you want to survive. 

Your missies aren't much better, since they take a long time 
to reach a target and are vulnerable to ECM systems. 

Once you have a beam laser, you can pretty well take care of 
yourself, offering as it does several times the firepower of a pulse 
laser. Once you have an ECM system—and an extra energy unit to 
feed these hungry weapons-you're in good shape for combat. 

The ultimate is the military laser, which you should certainly 
acquire, even though it does not offer as much of an improvement 
over a beam laser as the latter does over a pulse. 

Fortunately your enemies never have anything beyond pulse 
lasers and missiles, so you'll be able to outgun them all. Also, few of 
them have shields as strong as yours. 


Aiming 

Accurately aiming at a distant target is a challenge, 
especially if it's moving across your line of sight. You should not 
indiscriminately fire, as this will quickly overheat your guns. 

You should fire in bursts of "test shots", trying to get a fix on 
the target. If you get it positioned, then fire off a full volley. 
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t tninirn* vour guns on a distant target, it often isn't 
I n t -y center it in the sights. You must cany out 
St ro l and pitch adjustments while firing off these tes^h^ 
^ the case of pitch changes, just momentary tapping on the 

stick). 


Dogfights 


Your goal with all enemies should be to eliminate them 
quickly and while they are still distant, but this isn’t always 
possible where you lack firepower or where there are several of 
them. In this case, one or more may get past you. Actually, this 
can give you a breather, as enemies who have passed you will take 
some time to train their guns on you again. If it’s apparent that 
you can’t eliminate enemies in front of you before they get past, 
then you should maintain speed to get them past as soon as 
possible. 


At this point, you can loop back to nail them, generally before 
they can reach a position to fire at you, however, you should scrub 
off most of your speed before looping back, the reason being that 
you’ll achieve a much smaller turning radius. 

If an enemy is performing a looping maneuver when close to 
you, and you do the same, you may not be able to make your 
gunsights catch up with him; he’ll stay ahead of your sights or 
even entirely off your screen. This is not because you can’t turn at 
a gh enough angular rate, but because your forward speed 
causes you to keep ending up at a point ’’below" him as you follow 
mm in a loop, as shown below: 


/ 


enemy ship 


your line 
ot fire ~~ 


your ship 




■v 


\ 






i 

/ 


- 


/ 
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In the case of a nearby and more-or-less stationary enemy, 
your turning in a large radius could result in merely circling him 
over and over, never getting him into your sights. 

If you could essentially rotate in place (have a small turning 
radius), then you could successfully track the enemy. This is the 
reason for scrubbing off speed before looping back. 

Before you loop back, you should use the scanner to perform 
any needed roll maneuver (if the enemy ended up to your side), so 
that a simple pitching action will be adequate to bring him onto 
your screen. 


Multiple Enemies 

In the case of several enemies close to you, you can also use 
the above strategy to pick off one at a time. Here, it isn’t essential 
to try to bring a specific target onto your screen; continually 
performing this looping motion is sure to bring something into 
view. 


Another advantage of this maneuver is that it will make it 
hard for your enemies to track you with their sights: since you're 
close to them and executing a continuous loop, you're almost 
constantly moving across their line of sight. This is in fact the 
only maneuver that will substantially help to keep enemies from 
shooting you; rolling and pitching wildly, accelerating and 
decelerating, weaving, etc. not only provide less of a benefit as 
regards evasion, but have no offensive value. 

The enemies will periodically get in a few shots at you, but 
this will be sufficiently rare. You can sometimes rebuild drained 
energy banks under these conditions—if you have the "extra 
energy unit". While this isn't reliable, it may be your only hope if 
you're near death: simply keep looping and don't shoot anyone, 
and in a couple of minutes you may have enough energy to take 
them on again. 

It also helps when the enemy is at close range, they’ll have 
only a short time to fire on you if they get you in their sights. 
Because of their speed, they'll be past you in a few seconds. 
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Newcomers 


Whenever you have enernes around you at close range. y ou 
. ignore them temporarily and go after newcomers at 

should always g ^ ^ are in the best position to shoot y ou 

a far ra ^!f e n ; t work if you have a pulse laser (since they'd stand a 
of getting in close before you could destroy them), but 
vohre pmbably g dead anyway under these conditions if you don't 
have at least a beam laser. 


Running 

It won't do any good to try to outrun your enemies. Not only 
can manv ships outrun yours, but you'll place yourself in an ideal 
position to be shot even if your ship is slightly faster: You'll be a 
steady target in their sights while you're fleeing. 

Something that will definitely help is to hyperspace out of 
your present system if you get into trouble. If you're unsure of 
your survivability, then you should try to avoid making long 
hyperspace jumps that won't leave you enough fuel to escape. 
When you have enough fuel, have the hyperspace cursor set ahead 
of time for another system, so you can make a fast escape. 


Insurance 

The energy bomb and escape pod are expensive, and should 
only be used as devices of last resort. 

Use the escape pod if your energy bank is only a second or 
two away from being totally drained by enemy fire. When you 
arrive at a station, check the equipment of your new ship*. y ou ^ 
only receive what you had at the moment you jettisoned, and you 
may have lost something before this point that you'll need to 


enemies *f mb is useful If you’re faced with multiple 

eliminate thpm° U Tf^ nOW i7 ou won f have enough energy to safely 
and don't wait till ^° U ^tokyou should use it, do so immediate y 
n wait tUl your energy is even lower. 
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Fuel Scoops 

These have a value in combat, and you should buy them even 
if you don't plan on sun-skimming or cargo-scavenging: they will 
protect the lower half of your screen from collisions with errant 
cargo canisters and escape pods. 


Defense Against Missiles 

Lacking an E.C.M. system, there are only two ways to deal 
with an enemy missile: shoot it, or hyperspace away. You cannot 
out run or out-maneuver a missile forever: it will never run out oi 
fuel. 


It is easiest to shoot a missile when it is fired in front of you, 
but it is also possible (though difficult) to out-maneuver an unseen 
missile long enough to get it in your sights. 

If you choose the option of hyperspacing to safety, your 
chances for success are much greater if you have the hyperspace 
cursor pre-set for a jump. To avoid the missile while your 
hyperspace timer is ticking down, continuously loop for a close 
missile, and accelerate away for a distant one. 


Types of Enemies 

Most of your opponents will fall into two categories: police 
ships (vipers), and pirates/bounty hunters. 

Police will appear one at a time, although several may 
accumulate if you're slow to dispose of them. They have pretty 
strong defensive shields, although a beam laser will readily 
dispatch them. 

Bounty hunters are solitary and so may be pirates, although 
it is more common for pirates to be in groups of 2, 3, or 4. The 
weaker ships—which only require a few hits to destroy- tend to 
seek strength in numbers. 

If a group of ships comes onto the field, it may initially be too 
tightly packed to show as multiple designators on the scanner, but 
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, . a i wa ys identify it as a group by the fact that this 

& a S^i® !n,ckerineon 

, , „ rfth a nack, it is imperative that you reduce their 

When faced w P ^ 4 lasers simultaneously firing .at y ou 

numbers qulcWys sWelds Af ter you destroy one or two, 

win quickly dram obscure the others. Here, y ou 

though. fb e t he survivors' laser fire as a guide to their location 
shouid use the ^ pro be through the cloud with your g uns , 

searehmgfor the tell-tale sound of your lasers strafing the hull of 

a ship. 


Anv ships that appear straight ahead of you are non- 
aggressive and will only defend themselves: freighters, fellow 

traders, etc. 


Thargoids 


These are your most formidable adversaries, consisting of a 
mother ship with strong defensive shields and an ECM system, 
together with its host of small thargons which it discharges. 

On the scanner, such a group will initially have a greenish 
cast to it, which serves as a reliable method of identification. 


In normal space, Thargoids will appear randomly now and 
then, and it isn't all that hard to dispose of them. . After their 
mother ship is destroyed (and its debris cloud vanishes), the 
argons stop firing and will drift aimlessly through space. If you 
J^\ e f „ ^ coo P s > you can collect and sell the Thargons at the going 

you have aduU cargo'holdf 6 ^ ^ PlCk UP theSC itemS ^ * 


i narguiu 

4 pirates 


mothe^shi^^airh 1 tL occasiona l scenario where 

simultaneously appear m g< ^ nS 3 pack of U P to ** V lla ^ 

are skilled in itc. ln s I )ace - If you have a military laser and 

would advise vou tn 0311 sap ^y ta ke these out. Otherwise, I 

will clean out everything buTthe motoeTSb,^ ^ ^ “ (th ‘ S 



Here there will he four mother ships, together with 
Thargons, for a total of at least eight ships (twelve is the maximum 
number of ships the computer can place in space hut you can only 
view eight at a time). 

It's possible to eliminate them all if you have a military laser, 
although survival is problematical even when so equipped^ The 
only safe approach is to immediately select the star chart and 
hyperspace to a planetary system Note : an energy bomb will only 
destroy the Thargons; mother ships are immune to it, and will 
cimnlv discharge new Thargons to replace those you destroyed. 


If you destroy this squadron of Thargoids, interstellar space will 
remain empty: cruise for as long as you like, and you will 
encounter neither ships, nor asteroids, nor planets. 


As as rule, you never change your position on the star chart 
by cruising or "jumping", either in this interstellar space or in 
normal planetary space (if you start out at a planet and work away 
from it, you'll eventually come back to it). 


Sometimes when you're trapped in interstellar space, you won't 
have enough hyperspace fuel left to make it to a planet; this spells 
the end of the game. 


Combat Rating 

Your combat rating is proportional to the number of "kills" 
you have made (ships of any type, as well as asteroids and 
boulders). Moving through each bracket requires many more kills 
than did the previous one. 

Some ships are worth more as kills than others, as regards 
your combat rating. Outlaw ships such as pirates and Thargoids 
provide the biggest boost to your rating, while police Vipers are 
almost worthless. 

^ is not true, as the manual states, that you may move from 
harmless" to "mostly harmless" if you survive your first skirmish. 
Actually, around 20 kills are required for this. 

The table (page 14) shows the approximate number of kills 
required to move through each bracket and on to the next. The 
exact number of kills required will vary from game to game. 
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Harmless 
Mostly Harmless 

Poor 
Average 
Above Average 
Competent * 
Dangerous 
Deadly 


20 kills 
25 kills 
35 kills 
60 kills 
115 kills 
700 kills 
3500 kills 
7000 kills 


NOTE: Competent requires 200 kills when Constrictor destroyed 


After Deadly you become ELITE t ! 


The computer will compliment you with a "Right On 
Commander!" at intervals of 350-700 kills which provides some 
sense of progression when moving through the ranks. Two of 
these are required to move through "competent" (unless you 
destroy the Constrictor), seven for "dangerous" and fourteen for 
"deadly" with the attainment of the status of ELITE at this point. 

When "hunting" (see below), you can see one "right on 
commander!" about every two hours, so to attain a status of ELITE 
by itself with no work to earn extra credits will take at least 50 
hours of play. 

Great skill is not required to become ELITE, just a total of 
around 11,000 kills. In getting there, you can save to the disk as 
oiten as you wish. "Dying" will not directly penalize you; you must 
simply start again where you last saved the game. 


Hunting 

planetMd*!iSi W ^ t0 accumulat e kills is to go to an anarchy 
ships that appear* ^ k ee P J um P in g through space, destroying all 

The 

teems with ships: voiriT 811 anarc hic planetary system is that it 
corporate or democrat ^f ast one every jump, unlike a 

jumping between your enn° r C l W ^ ere ^ ou ma y waste a lot of time 
reward for most ships de^oy^in^^^ ships. Mso > there is a cash 


At times you will need to rest between jumps to cool your 
lasers and rebuild your shields; I would not advise seeking new 
opponents unless your forward shield is at least half energized, 
since you could meet up with a pack of four pirates with your next 
jump. 


You should carry an energy bomb when in an anarchic 
system, and have your hyperspace cursor set and ready to take 
you to safety. 

You should also avoid encounters with police when hunting, 
since they will do little for your rating, and will take time away 
from the pursuit of more valuable targets. You can do this by not 
carrying any illegal goods when in the anarchic system, and by 
improving your legal status ahead of time to at least "offender" (see 
Chapter 4). If you fail to do this, you will take around 25% longer 
to reach a given combat rating. 
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As you make your approach to the planet, the space station 
will appear at some random point to the side or in front of the 
planet. You also can't predict just how far from the planet you 11 be 
when you first spot it. 

Any outlaw craft (pirates or Thargoids) attacking you will veer 
away when you enter the domain of a station, and no new 
adversaries will appear (and sometimes this will save your life). 
However, any police attacking you will continue their assault. 

Any ship making its first appearance after you enter the 
station's domain is either a shuttle, freighter, or trader. Shoot at 
this or the station, and the police will come pouring out like wasps 
out of a hive. Moreover, you can't dock under these conditions: try 
it and you'll be destroyed as you enter the docking bay. 

You may destroy a hostile police craft that made its 
appearance before you entered the station's domain, without the 
station's forces being aroused. The station cares nothing about 
your legal status. Apparently, the station is a purely business 
organization, and will welcome you so long as you serve its 
economic interests. Its own police force will attack you only if you 
interfere with its profit-making operations. 

You won t be attacked if you accidentally run into another ship 
(or intentionally for that matter), although such an incident will 
brand you as an "offender” or even "fugitive". Annoyingly, this will 
happen even if the accident was obviously the other ship’s fault. 

B y the wa y» it s impossible to destroy a space station; even an 
energy bomb detonated as you enter the docking bay will have no 
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i- t-itinn’s forces ore sroused, you must flee or worn 
effect I ^the staj ^ ^ q{ range of the station, you 

re'-! °roach &e planet with impunity - these guys seem to have 

pretty short memories! 


Disappearing Stations 

As vou approach the planet and come within the station's 
domain the station may initially be out of visual range. In this 
case, simply center it on the compass and you 11 soon spot it as a 
bright, steady "star". 

However, an irritating (and rather illogical) problem may occur 
under these conditions: swinging toward the station can cause 
your instruments to "lose" it, and you’ll have to start over and wait 
till a different station makes its appearance. This can be an actual 
hazard if you're getting close to the planet, where station after 
station tantalizingly appears, only to disappear and lead you on 
till you either crash or pull away. 

The way to avoid this problem is to edge toward the station in 
increments, taking about 20 seconds to swing toward any station 
that is beyond the border of your screen; this will give your 
instruments a chance to "lock it in". 


Approach 


The docking bay of a station always faces the planet; thus you 
should make an approach that takes you under the station. 


l° ca te the station, maneuver so that the 

of^nnr rf at of y° ur scr een and the station is at the top 

the ^ ustrati on). Maintain a steady cruise for 

your Whlch wlU ^ the station higher and higher on 

yuur screen as you approach. 
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Once the station appears on your scanner, its should be 
moving toward you at a moderate elevation above the plane of the 
scanner. As soon as it's directly above you, scrub off most of your 
speed and swing up to face it. This will often position you well 
enough so you can go straight in, although corrections will usually 
be required. 

If you find yourself too far to the side of the docking bay to go 
in as-is, maneuver to place the entrance in your sights and the 
rest of the station directly below the sights. Pull up until the 
compass dot is at the bottom of the compass (meaning that the 
station is below you and you’re facing a point about 90° away from 
it). Then accelerate for a short distance, stop, and turn back 
toward the station. A series of such operations will always place 
you in a correct docking orientation. 

As you gain experience, you'll get better and better at judging 
the time of this operation, and be able to make a correction in one 
maneuver, even though you can’t directly see how your position is 
changing. 

Sometimes when the station first appears, it will be between 
you and the planet. Here, a different initial approach is called for: 
go past it toward the planet, then decelerate and loop back. 

Docking 

Once you are positioned directly above the opening, you can 
accelerate towards it, but you must be going at dead slow speed as 
you enter. 
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The manual that comes with the game tells you to keen n, 
port horizontal on your screen Not only is this veiy diff lcu l t P & 
Ft s totally unnecessary: even if you re not correctly aligned whF 
you enter, the rotation of the station will soon result in a coOOS 
alignment, at which point you will be instantly locked in". y 0u 
may first scrape the walls a few times and lose some shield enemF 
but you'll make it safely. 


In fact, you can "find" the correct alignment even faster if yon 
roll your ship in the opposite direction from that of the rotation of 
the station, as vou enter the docking bay (joystick pushed to left) 
The combined rotations will ensure that you have little time to 
scrape the walls. 


Margins of Error 

It's not necessary that you be perfectly centered above the 
docking bay to successfully enter. The illustrations show the 
limits that I recommend you don’t exceed without making 
corrections: 




mav find 1 } w Pr ° ach doclcin g bay when this far off-center, you 

to the surf^n yo f u ^ eem to be veering off-course when you get close 
your sights and the station * hi that the port will move away from 
corrects? Cwf? y ° Ur screen Do not try to make 

maneuver oJvoFt 5 g311(1 ^tain a rolling 

’ ° r you 11 end U P at an even worse angle. 
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Other Ships 

When you're approaching the station, shuttle craft will often 
be leaving the docking bay, threatening a collision. Although you 
can steer away from them, I usually just plow ahead and run into 
them if I'm near the station. You have enough shield energy to 
take the hit, and steering away at this range would require a 
complete reposi honing in order to dock. 

However, the danger does exist of running into two shuttles in 
a row, which together with scraping the walls of the docking bay 
may drain all your energy and kill you. The degree of risk is 
directly proportional to how long you hang around in front of the 
station, so by all means get in as fast as possible. With experience, 
you’ll develop the timing required to approach the port at fairly 
high speed and decelerate to a crawl just before entering it. 


Docking Computers 

An experienced player will be able to dock just as safely and 
quickly without docking computers as with them, but you'll 
probably want them for their ease and luxury (I’ll admit that I use 
them most of the time). Be careful, though: the computers aren't 
all that smart, and can kill you if you don’t set things up properly 
ahead of time. 

Even with docking computers, you should come up under the 
station, and have the port visible before you activate them. If you 
come in on the wrong side and activate the computers, they can 
actually run you into the blank wall opposite the docking bay! 
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Making a Profit 


There are a couple of ways of making money other than 
trading. For one, you can be a pirate/bounty hunter. If you 
destroy all ships that appear, you'll receive a cash reward for most 
(most ships are pirates), and in many cases there will be cargo 
canisters and alloy slabs that you can pick up and sell. 

Also, you can pick up any escape pods (including those of the 
police), turn their occupants into slaves, and sell them! 

However, this life style is not a lucrative one, and you'll make 
money at a far faster rate by trading intelligently. After all, 
bounties are typically worth only around 10 credits each, and it 
takes a long time to fill your hold with scavenged cargo canisters. 

Another alternative is asteroid mining, for which you need a 
special mining laser. When you shoot asteroids, they'll eject 
masses of minerals which you can collect and sell. But again, the 
profit per unit time is small. Also, combat with pirates will present 
very serious problems, since the mining laser isn't suitable for 
fighting: not only does it lack fire power, but the sights are so big 
and ugly that you can hardly see targets through them! 


Trading 

Though trading has great profit potential, you won’t make 
much if you flit from planet to planet hoping to find a deal on any 
one of the 16 commodities bought and sold. If you rely on chance 
like this, you'll be lucky to pay for your fuel. 
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, ., Ar h ,„a if you trade with the right goods at th* 

°! 1 (1 u°tou can make a profit as high a rate as 30,000 
right P lanet t ; In short, you can pretty well eliminate the 
credits per nou . will make for a less exciting game 

element of nek. In a ^ , hen lfs fte only way to go, game ' 


Contraband 

The core of your program should consist of narcotics trading. 
This is because there exists here the greatest potential difference 
between buying and selling prices of any commodity-as much as 

100 credits/tonne. 

» 

This potential profit comes with an apparent risk: the price 
for narcotics is more volatile than that of any other commodity, 
and you risk going to a planet giving a price even lower than what 
you paid for it. However, there are ways to reduce and even 

eliminate this risk. 

In general, the narcotics price is higher at agricultural planets 
than at industrial ones, so you should usually buy at industrial 
and sell at agricultural. 

But how do you guarantee that you'll find good buying and 
selling prices with each "run" between planets? To explain this, I'll 
need to describe the basis of the pricing structure. 


Prices 


Each planet has its own fixed set of possible market prices for 
eac commodity. Every time you visit a particular planet, the 
computer will randomly select a price from this set of possibilities. 


hirir^r* ! h ° Ugh f ^ricultural planets, for example, tend to offei 
PofsSiliSfm for narcotics, some will have better sets ol 
industrial planers. ° therS ‘ The Same goes for the bu y in S prices or 


prices whichyo^TT^T ^, a ^ so have a number of v 
°ut of this problem i^t/ do . n 1 want to § et stuck with. 
industrial planet whirt. Seect 311 agricultural planet and 
__ are ver y close together as well as 
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attractive prices. Preferably, they should be less than one light- 
year apart. 

With this arrangement, you can keep hopping between 
planets until you find a good price to buy at the industrial, or to sell 
at the agricultural. 

Every time you hyperspace, the prices are randomly selected 
with no relation to previous prices. For example, you may find a 
price for narcotics at a given planet of 5 credits/tonne, only to leave 
it and return immediately to find a price of 95 credits/tonne. 

You can examine market prices in a given system immediately 
upon making the hyperspace jump, so this price-scanning 
operation will only take a few seconds. 

The closer the planets are together, the more jumps you’ll be 
able to make in trying to find the right price, before you run out of 
fuel. I use the criterion of anything less that 40 credits/tonne as a 
good selling price. However, on average you should be able to find 
buying prices of 20 credits/tonne and selling of 85 credits/tonne. 

If you've just about used up your fuel with repeated jumps, 
you'll either have to settle for a price that’s not as good as you’d 
like, or trade in other goods, or not trade at all and just buy your 
fuel. But in the case of planets that have good price spreads and 
are 0.4 light-year apart, it's possible to find good prices in 
practically every trading run. 

In addition to price, you also have to worry about quantity for 
sale if you're on the buying side of the market. If I have a large 
cargo bay and enough capital to fill it, I won't bother with less than 
20 tonnes of narcotics, even if the price is right (in the early part of 
a game, however a small amount might be all I could afford). 

If you buy narcotics but there aren't enough to fill your hold, 
or you have to stop at an industrial planet without finding an 
acceptable narcotics buy, you won’t go wrong buying computers. 
You can almost always sell them at an agricultural planet for a 
profit of 30 credits/tonne. The same goes for firearms, where you 
can make a reliable profit of almost 30 credits/tonne. 

That's about it as regards good buys at industrial planets. 
Although there are other commodities that offer a profit when sold 
at agricultural planets, such as machinery, the profit margin is 
much lower. 
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Cop Out? 


Actually there is a way to guarantee finding excellent buying 
and seK P^es every time, even where planets aren't dost 

together. 

If you save the game every time you dock then you can simply 
ctart it over whenever you hyperspace to the other system and 
aren't satisfied with the price; you can do this as many times as 

_ 1 : 1 ,-, 


you like. 


However. I myself consider this to be a rather artificial way to 
play successfully, and prefer to develop efficiency through 
intelligent game strategy. 


If you go to the work of finding the right planetary systems, 
you can make profits at just as high a rate, as well as avoid the 
inconvenience of constantly having to save and restart games. 


However, there is one situation where I'd recommend you play 
this way—in the Elite Tournament (see Chapter 7). 


Return Trip 

You should also strive to make a profit on the return journey 
to the industrial planet (in picking up another load of narcotics). 
The best commodities to buy at an agricultural and sell at an 
industrial planet are usually furs, which you can typically sell at a 
profit of 10 to 40 credits/tonne. Next in line is liquor, with a 
reliable profit of 10 credits/tonne. And while the market in slaves 

1S , e v °l a hle, careful purchases here will net you 15 
credits/tonne. 


Other Goods 


are a Vie ^ mg , & game from scratch, then the trading rules 
commodities With liUle capital to work with, such 

offering a profit rt beco " le attractive in trading. Although only 
Your i^vesfment^ wff ^ ° r 3 "edits/tonne* this will double 
industrial planet. making a run from an agricultural to an 
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When working with limited capital, you should buy almost as 
much as you can in the way of more-expensive large- profit- per- 
tonne items (like narcotics, furs, liquor, and computers), then 
use the leftover money to top off your cargo bay with such low- 
priced items as food and slaves. 

In any event, in each run you should try to structure your 
inventory so that you invest as much of your capital--and fill your 
cargo bay as full--as you can, provided each item is sure to yield a 
profit. In selecting what items to buy and how much of each, you 
can use the following formula: multiply the number of tonnes of an 
item you're thinking of buying by the expected profit per tonne, do 
this for all other commodities you'd also be carrying, and add all 
these profits together. Select an inventory that will maximize this 
total profit. 


Narcotics Officers 

Trading in narcotics will, of course, get you in trouble with the 
police. You’ll be branded an offender, which will sooner or later 
cause the police to attack you, and in defending yourself you'll 
become a fugitive. But you've got to be able to handle combat 
situations if you're going to play this game, and in any event the 
pirates are tougher opponents than the police (coming as they do 
in packs). 


Diverse Economies 


Don't attempt to trade at planets that are listed as ''mostly 
agricultural" or "mostly industrial". Most profits come from the 
fact that you're trading between an agricultural and an industrial 
planet, so these "60%--40%" planets only offer intermediate prices 
where good buys and sales are hard to find. 


Risk Without Yields 

Although it is a little more profitable (at times) to trade at 
unstable worlds, the profits at safer worlds can be just as good. 

The major difference between political systems is the chance 
of your being attacked by pirates: you may or may not be attacked 
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• a We" system when making a trading run, whereas you will 
probabtybe Stocked several times at a feudal or anarchic planet. 

You should stay away from the more dangerous planets when 
vou are inexperienced and/or have not yet fully equipped your 
Shi "hough they shouldn't present problems later on. 


Little Stuff 


There are three commodities you can buy that don't take up 
cargo space: gold, platinum, and gem-stones. So if you have the 
capital, you can still invest in these after filling your cargo bay. 
However, the profits you can realize are quite limited. 

In general, the prices are higher in industrial worlds, so this is 
where you should usually sell. Buy at agricultural planets. 

You should buy gold when 37 credits/kg or lower, platinum 
when 67 credits/kg or below, gem-stones when 18 credits/g or 
lower. Sell gold when 40 or higher, platinum when 73 or higher, 
gems when 22 or above. 

When trading in these items you should never alter your 
itinerary on their account, but it's something you might like to 
play with when the opportunity presents itself. 


Specific Planets 


In the first galaxy, the pair of planets nearest your starting 
point that offer decent narcotics opportunities are Kelaes and 
Zasoer. These planets are 0.8 light-year apart and lie 10 light- 
years to the upper left of Lave, and are where you should earn the 
funds to equip your ship. 


However, for extended work on building a fortune, you should 
se ec ^n agricultural and industrial pair lying only 0.4 light-year 
a exce ^ en t opportunities are Atbevete and Aerater, 

vo^r miLci he . Up P er ri S ht quadrant of the first galaxy. However, 
5akeySoS"f “h.|S^;,‘ h ' Constrlctor <** Chapter ®> "I' 1 “° n 

mlss[on l a2ainst"iv^*'rv! exis (f 111 the second galaxy, where your 
the third g £w th R 11 i a f| oids wiU soon demand your presence in 
- galaxy ' But *ere isn't much in the way of lucrative 

2ft -- ———" 
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trading opportunities anyway in the second galaxy. Better to just 
concentrate on improving your combat rating and getting the 
missions out of the way. 

The third galaxy is also deficient in good trading 
opportunities; you should move on to the fourth galaxy after 
completing your mission against the Thargoids. 

Perhaps the best place to settle down for long-term profit 
making operations are the planets Rilaan and Esrireti in the 4 ^ 
galaxy. You’ve gotten your missions out of the way, and these two 
planets are as good as any you'll find. They lie 0.4 light-year apart, 
and 23 light-years below your starting point in this galaxy. 

Two light-years away from this pair is the anarchic planet 
Arrege, where you can go to improve your combat rating. I found it 
easiest to get through these rather tedious upper levels if I worked 
for a while at building wealth, then combat rating, then back to 
wealth, and so on. 

Decent trading opportunities can also be found in the last four 
galaxies, if you wish to journey there. Just select the long-range 
chart and access data on pairs of planets so close that their 
designators are touching or almost touching. If you find an 
agricultural/industrial pair, they will probably offer good potential. 
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If you've done much work with Elite, you’ve no doubt noticed 
the way that the action on the screen sometimes moves much 
faster than others. This is a result of limitations in the computer’s 
power: the software is a little much for it! 

When a lot of things are going on at once, the computer must 
slow down, the result being that the action can come to a virtual 
crawl. This phenomenon takes some getting used to, as it will 
cause a variable speed in the maneuvering of your ship, as well as 
the rate of fire of your guns. It also consumes a great deal of time, 
but if you know some tricks to get around it, you can cut your 
space flight time in half (and thus almost double the rate at which 
you accumulate credits). 


There are three tasks which the computer must perform: 
cany out the simulation, generate the graphics, and monitor the 
controls for player input. It must divide its time between these 
tinree functions, and if you can take away part of its load, it will be 
able to conduct a faster simulation. 


lne major parameter under your control is the graphics: if 
you select a screen on which no graphics are showing (other than 
stars), then things move much faster! 


^ c ®J lr ® e » y° u can’t do this when shooting at targets, 
manually docking, etc., but there are many situations in which you 
C ^ n Tj ^ so * * n particular, when approaching the planet you 
should select another screen (look at the rear view, and notice how 
much faster the stars go past when the planet isn’t showing). 

If asteroids or hostile spacecraft come within range as you're 
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ui n rt the planet, then you can switch back to the forward 
^S^S^Aallyouneedtoalertyou. 

Von ran cruise toward the space station with just the scanner, 
a ,w dispense with the time-consuming graphics of both the 
Sluon idTe Pto«. Once you activate the docking computer, 
r^lso forgo a view of the station (here you should select a 
side view, as a rear view will show the planet). 


Excessive Data Load 

Another important time saver is to eliminate the graphics of 
debris clouds from destroyed ships; these are the most complex 
and time-consuming of all the graphics. 

If you're "hunting' ships-jumping through space to find 
another one as soon as you destroy the last-then you should 
select another screen and push the "J" key continually after 
destroying the current adversary. This will enable you to make 
another jump as soon as possible-just as soon as the debris cloud 
disperses. Then switch back to the front scanner when you jump 
and a new ship appears on the scanner. 

When it's out of view, the debris cloud from a single ship will 
take around 3 seconds to disperse, while it will take about 6 
seconds if it's in view. Multiple debris clouds will take longer. 


Hyperspace Timers 

Another way to save some time is to switch to a side view 
(which doesn't show the planet), or to a non-graphic screen after 
you launch from a station and while the hyperspace is ticking 
down. The two rates at which the timer ticks down is an especially 
dramatic illustration of how much faster things go if you eliminate 
the graphics. 


Minor Objects 


> ? u < ~ an a ^ so simplify the simulation part of the computer's job 
thic r ucin £ nurn ber of non-aggressive objects in space. By 
mean asteroids and cargo canisters (and escape pods if 
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you're callous). Asteroids should be shot anyway, since there is 
danger of running into them (they appear straight ahead of you) 
and they count as "kills” toward your combat rating. 

Cargo canisters don’t count as kills and will rarely hit you, but 
shooting them when they're good targets will save some time. Just 
don’t go out of your way to shoot them, or you’ll end up causing a 
net waste of time. Also note that they're hard targets to hit, as 
they are much smaller than ships and are often moving across 
your line of sight. 

Another reason to shoot cargo canisters (when convenient) is 
that this will unclutter your scanner and prevent possible 
confusion between them and enemy ships. However, with 
experience you can almost always tell them apart by their initial 
location, even if you didn’t spot the actual arrival of the ship: 
enemy ships can be either above or below the plane of the scanner, 
but at a characteristic range and always in the front half of the 
scanner's space. 

Note that neither cargo canisters, escape pods, or asteroids 
will inhibit making jumps, unlike a ship or its debris cloud. They 
will also travel along with you when you jump, so aside from 
destroying them the only way to get rid of them is to cruise until 
they get out of range. 

There is one situation in which cargo canisters cause things to 
dramatically slow down: when you shoot a loaded freighter. So 
many of them will be thrown out in space (together with alloy 
slabs) that this will consume a lot of computer power, even if all the 
objects are off your viewing screen. 

It is best to simply let such a ship go out of range; while it will 
prevent you from jumping for a while, it’s cargo will really slow 
things down and continue to haunt you for some time. And 
whatever you do, don't fire off a sub-lethal number of shots at a 
^ighter--it may dump its cargo, which means that you're stuck 
with both a lot of objects in space slowing things down and a ship 
that will prevent you from jumping. 

Freighters won t shoot at you if you don’t shoot at them; you 
c ^ n always identify them by the fact that they will appear straight 
ahead of you. They will sometimes come almost straight toward 
you and pass by very close, but they will never run into you unless 
you steer toward them. 
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One Last Jump 


, .. tWntf that can save time is making sure that you get 

, n the o anetas possible through jumping, since covering a 

d£SS?ly cmising is a very slow process. 

„ oV,ir» won't iump any more when you’re still fairly 

0ften f™°m the planet since an additional jump at this point 
Suldlake wu closer than the allowed distance or even run you 
into the planet. 


You'll save a substantial amount of time if you get an 
additional jump through the following technique: turn 180° away. 
Sen S-uise for a short period of time, then turn back toward the 
planet and make a jump. How long you must cmise away depends 
on how far you are from the planet; you can check your range by 
(momentarily) selecting the rear view, and with experience you 11 be 
able to tell by apparent size of the planet that you re ready for a 
jump. 


If, after your initial jumps, the planet almost reaches from the 
top to the bottom of your screen, then you should simply cruise 
toward it. Although you could in theory get closer by jumping, to 
get this additional jump you would need to cruise away from the 
planet for so long that you'd suffer a net expense of time. 


When cruising away from the planet, don't place the sun on 
your screen, as its graphics will slow things down. Select a side 
view if necessary. 


Disappearing Stations Again 

If you recall, I earlier advised the player to go slow when 
turning toward a station that has just appeared, to keep it from 
vanishing. Actually, you can usually save some time by causing 
such a distant station to vanish in this way, and waiting for a 
second one that is likely to be closer. But if you’re getting 
dangerously close to the planet--or have an ill equipped ship and 
need the station's protection--then you have no choice but to 
care ully lock in any available station, no matter how distant. 
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Window Shopping 

You can also save some time by examining the market prices 
and planning your purchases while you're cruising through safe 
space toward the station, rather than after you're docked. 

Although this might seem to be taking time-saving measures 
to the extreme, any means of playing faster is important if you re 
taking part in Firebird's Elite Tournament, to which I will turn my 
attention in the last chapter. 
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As soon as you come into port with 5,000 credits you will be 

greeted by a veiy persuasive gentleman offering to sell you "the 
rarest thing in the known universe". The choice to buy is yours 

Further clues are revealed in the last part of this book. 


Constrictor 

For the time being you should stay in the first galaxy, because 
a special mission awaits you!!! 

After you attain the rank of "Competent’’ and are 
complimented with "right on commander!" you will be 
commissioned by the Space Navy to find and destroy a TOP 
SECRET ship that was stolen. It has shields as tough as nails and 
nothing but a military laser will even dent it. The Space Navy wail 
give you the name of a planet where he was last seen. Of course, he 
wul have left when you get there. By docking and hitting "6" for 
information you wall receive more clues as to his location. After 
completing this mission you will receive 5,000 credits and become 

+uj an ^ erous ”" Again, if you get really stuck go to the last section of 
this manual. 


Thargoid Invasion 

After you have seen three more "Right On Commander!" 
“Messages, take a trip to the third galaxy where another special 
ssion awaits you! (provided you completed the first one). 
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once again enlist your services, this time 
The Space mv about the Thargoids’ home world, 

as a courier to C3 [*7 HvoiTis^ha^theThargoids find out about the 
What they do not tdl P ^ way to your destination; it is hard 
plans and wl har a yj d ^ when you get trapped in hyperspace 
but not nearly a 
with them. 

„w ion of this mission, you will receive a Navy 
Upon coi rLpleuon ^ that will rec harge your ship at 

specifications extra ^ norma i extra energy unit (which in 

ailT ? St s t tSce as powerful as the one your ship originally came 

with). 


Further Encounters 


The quest against the Thargoids is the last of the special 
rassSrs but there is one other instance worthy of notice. 

Late in the game you will encounter a "stealth" ship, this ship 
is asTough as the Constrictor but with an extra catch It wi no 
show in the scanner. It has a special cloaking device. You will not 
get a message telling you what to do, but it can indeed be to your 
benefit if you play your cards right. Do not be discouraged if you 
do not figure it out right away. You will encounter this ship 
periodically. If you really get stuck, the last part of this manual 
will offer more help. 


There are two awesome-sounding things listed in the manual 
that I was unable to find in the game, and Firebird acknowledges 
that they were simply written in as a flourish: space dredgers and 
generation ships. However, rumor has it that a sequel to Elite is in 
the works, and that it may include dredgers and generation ships. 


While rare, Rock Hermits can be found in Elite. Sometimes 
when you shoot at an asteroid, a fighter will emerge and circle 
around in space. If you continue to fire until you destroy the p°o r 

guy s home, alloy slabs and cargo canisters will be thrown out in o 
space. b 
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ATTENTION 

UNLESS YQLL WISH TO K/VOW sou jtt qj^ 

THIS SECTION WILL GIVE ANSWERES TO: 

• "THE RAREST THING" 

• THE CONSTRICTOR 

• THE STEALTH SHIP 

• RAISING YOUR COMBAT RATING FAST 

• TIPS ON PLAYING IN THE ELITE COMPETITION 


Trumbles 

So you got curious, did you? You fell prey to a con artist. You 
bought TRUMBLES! 

These little things eat all your food and narcotics and multiply 
at every hyperspace. They will eventually cover your screen, and 
fill your cargo bay. 

To get rid of them you can tiy using an escape pod, but there is 
always one especially affectionate trumble in the group that 
cannot bear to part from you and sneaks into your escape: pod. 
you ever watched Star Trek, you may remember 'Trouble With 
Tribbles”; Trumbles are Tribbles' distant cousins. The only way you 
can destroy them is to fly into the sun until your ship is at the 
Point of melting. This will destroy the Trumbles. 
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The Constrictor Again 

This powerful ship is very elusive. When you receive the 
mission to find him, you will be sent on a wild goose chase. Do not 
worry as you will eventually catch him, but not in the first galaxy. 
You will be sent to the second galaxy, but when you arrive you will 
not find the Constrictor nor any clue to his whereabouts. If you 
still can not find him, try a planet named Orarra. 

Note : If you can not destroy the Constrictor, it is probably 
because you are not using a military laser. 


The Stealth Ship 

This unseen ship has a special cloaking device. When you 
destroy him you can, in fact, pick it up and use it, thus becoming 
invisible to your enemies radar. 

Note: The stealth ship has shields as strong as the 
Constrictor so it is no easy task to destroy him. 

The arrival of the stealth ship will typically be signalled by an 
inability to make any more "jumps", even though nothing shows 
on the scanner. If you can't locate him visually, or loose him later 
on, you should employ a systematic scanning technique similar to 
the one for locating a sun. 
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d!sk. but you haven't really gotten the difficult. SSy^ rf Z 
Firebird's Elite Tburnament .^° U ^ ** 

•11 V 1 competition, all players must start from scratch and 
will (according to current plans) be given exactly 2 1/2 hours to 
reach the highest combat rating and number of credits that thev 
can. The winner will be the one with the highest combat rating or. 
it more than one attain the same rating, the one among these with 
the most credits. 


In this chapter, I will show how to get a game going in the 
safest and fastest way, ■with emphasis on the tournament. The 
basic goal will be to attain "competent" status and around 30,000 
credits in a 2.5 hour period. 


In such a contest, it is an unfortunate fact that luck plays an 
important role: because the appearance of enemies and the 
selection of prices is largely a random process, some games are 
harder to survive than others, and some offer better credit- 
earning potential than others. But there is much that the player 
can do in the way of strategies that will tilt the odds in his favor. 


The principles I outline will in general apply to 
game, but where thirds are different for a non-competitive game. 
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First Run 


Buy 2 tonnes of narcotics at Lave. Although this is not a good 
price by the usual criteria (at 49.6 credits/tonne), it's the way to 
earn the most credits in the first run. 

Immediately head for Reorte, 4.4 light-years above Lave. 
Check the market prices when you enter this system, and start 
the game over if the narcotics price isn't over 80 credits/tonne. 

If the price is right, immediately start jumping toward the 
planet. But if you encounter any ship when jumping, start the 
game over again. Not only is your survival problematical (at least 
when there's a pack of ships), but you'll waste too much time if you 
engage the enemy: It can take almost forever to destroy a ship 
when you only have a pulse laser, and you should save your 
missiles for later. You'll save time in the end by restarting the 
game however many times it takes to get near the planet without 
encountering any ships. 

Once docked, sell your narcotics and buy all the slaves you can 
if the price is 12 credits/tonne or lower. With any remaining cash, 
buy liquor and/or food. 

At this or any other planet, buy fuel after selling your cargo 
and before buying a new cargo: you don't want to be short of cash 
and have to waste time trading back part of your cargo to buy fuel. 


Second Run 


Head for Relaes, 6.8 light-years to the upper left. This is the 
most crucial run, since you have made a substantial time- 
investment in the game and don't want to start over. You don't 
have enough fuel to hyper space to another system if you get in 
trouble, so the risk is high. 

You should immediately engage all ships that appear, 
although you may well be a goner if a squadron of pirates appears. 
The police may also attack you, since you have traded in illegal 
goods. 

If faced with a pack of pirates, fire missiles as well as your 
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un —j —- cu c tracKing. snots 

When faced with several enemies 
can quickly get past them if you can't St™ tl° Ur Speed 30 y° u 

Ko^o^en ' OW - SPeed 1 “*"* —* 

£*■ police «per with 

gets past you since police craft will often fire lliissUes^UhLs^ 

He may also fire a missile when he's in front of you, bm aUeast 
you have a chance to shoot it under these conditions. least 

The best strategy with a police craft is to lock a missile on him 

yOUr ^ 

In any event, you must eliminate all ships just as fast as you 
can, not merely to protect yourself from them, but to avoid the 
disastrous occurrence of other ships coming onto the field while 
you re fooling around with the first one. If these conditions last 
you won t make any progress toward the planet, and will have 
your shields and energy banks worn down till you die. 

fr ^ make it safely to the station, you’ll probably survive 
om this point on if you're an experienced player. You are now in 
what almost amounts to a double system: Relaes and Zasoer, two 
planets close enough together (0.8 light-year) that you can hop 
hack to the other one if you get in trouble when making a run. 

Sell your cargo at Relaes, and buy narcotics if they are 
available and if the price is right. If not, buy computers. 


Third Run 


Hyperspace into the Zasoer system, with your first task being 
o set the hyperspace course back to Relaes so as to make e 
tastest possible escape if need be. Next, examine the prices and li 
you re carrying narcotics, skip over to Relaes and back to soer 1 
the price isn’t right. Here you should employ the criterion th 
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Carry out this operation until you find a decent price or until 
you’re almost out of fuel. Always keep enough fuel to hyperspace 
out of the system if you get in trouble. 

Normally, when working in the markets of a closely-spaced 
agricultural/industrial pair, you should only concern yourself with 
the narcotics price of the agricultural planet when you want to sell. 
But here, you should also examine the price when skipping back to 
Relaes, since you have no guarantee of finding a good price at 
Zasoer and you want to conserve as much hyperspace fuel as you 
can for insurance. 

When making this trading run, immediately hyperspace out 
of the system if a pack of four pirates shows up. Otherwise, engage 
all aggressors until you either destroy them, or your energy 
reserves run low (at which point you should hyperspace away). 

If you must leave the system because of low energy, rest in the 
other one as long as possible-that is, until an aggressor appears. 


Following Runs 

When you sell your cargo at Zasoer, you can generally select a 
good return cargo from slaves, liquor, or furs. 

Cany out trading operations between these two planets until 
you have at least 1,000 credits, at which point you should probably 
y buy a beam laser (actual cost 600 credits, since you re refunded 
400 credits for your pulse laser). 

I realize that this will cause a big loss in investment capital^but 
without a beam laser your survival is still somewhat in dou . W th 
it, there is not only very little that can harm you but youU 
eliminate enemies so fast that the time you save will pretty mucn 
make up for the loss in capital. 

Continue to trade, and when you have over ^9° J^^ihould 
after filling your hold, buy a large cargo bay. Ne » Y then 
work toward acquiring enough money for an ECM sy ’ , 
an extra energy unit, and finally a military laser. , 

sacrifice investment capital to buy any of this equipment. y 
keep enough cash to fill your cargo hold. 
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A Better Way 


game to disk whenever you dock-and if the rules of ihl 
tournament permit this (at the time of this writing it looks liE! 
they probably will). Not only can you avoid much risk, but you can 
make profits at a much faster rate. y 


The second run-to Relaes-looses its great risk, since it's 
comparatively painless to start over at Reorte if you get in trouble 
If you wish to take this technique even further, you can use it to 
demand a good narcotics buying price (and quantity for sale) at 
Relaes, as well as a good price to sell whatever you're shipping from 
Reorte (usually slaves). 


Guaranteeing that you make big profits in these first few runs 
will make a huge difference in total efficiency, since you will be able 
to equip your ship much faster, as well as quickly build investment 
capital (after all, it takes money to make money). 


It can also be very helpful to save the game at every stopover 
when trading between Relaes and Zasoer, not only for insurance 
but for increased profit. If you use up all your fuel looking for a 
good narcotics buying or selling price and don't fmd it, you can 
simply start over at the station and continue until you do find it. 
Although this operation takes time, the increased profits per run 
will result in far greater overall earnings per unit time. 

With this technique, you can also be more demanding as 
regards narcotics prices, since you have in essence an unlimited 
fuel supply; I insist on selling my narcotics at over 80 

credits/tonne. 


You can also do without sacrificing investment capital to 
purchase a beam laser as early as possible: you will r av ? 

good insurance from having just saved the game. Instead, the irs 
piece of equipment you should acquire is a large cargo bay. 


** ci pacK oi pirates appears dciuic f 

simply start the game over and you'll not only avoid grea 
^ve time. 



Chapter 7 


Starting From Scratch 










Hunting 

After you have a ship equipped with an ECM system, extra 
energy unit, and a military laser, you can stop trading for now and 
work at improving your combat rating. 

If the game isn't a competitive one, you will probably wish to 
fully equip your ship before moving on, with such items as docking 
computers, an energy bomb, fuel scoops, and an escape pod. In the 
tournament, you should never buy these items, since you can't 
afford the cost, or the time to earn the required funds. 

Your hunting ground is the anarchic planet Quator (3.2 light- 
years to your lower right), which makes a close pair with the 
planet Ra. But first pick up a load of computers at Relaes and ship 
it to Ra. You need to buy fuel at one of the two planets (Ra and 
Quator), so you might as well make a profit while you're at it. After 
unloading, buy a shipment of furs or liquor (but not slaves, 
because you don't want to waste time fighting the police craft that 
don't contribute much to your combat rating). 

You should carry out hunting operations in the Quator 
system until you attain "competent" status. This is (probably) the 
most you can anticipate in a 2.5 hour game (see below for a possible 
exception). 

There is such urgency as regards time, that you should take 
greater risks than you normally would in hunting operations: 
cany out jumps to find new ships even if your forward shield is 
only partly energized. Except when seriously drained, you can t 
waste any time rebuilding your shields between adversanes. 

However, something that can give you a little insurance is to 
have the hyperspace cursor set on Ra, so you can make an escape 
if you get in trouble. 

Something you should do when hunting is to steer away from 
the planet and sun, and place them at a great distance. You want 
to avoid the time-consuming calculations involved in not only their 
graphics, but their mere proximity. And of course follow all the 
principles of time- saving that I outlined in Chapter 5. 

Unfortunately, you won't be able to save the game to disk at 
any point in this hunting operation, unless you are willing to 
spend several minutes in doctang. If you dock, do so at Ra, since 
this will be faster than working your way back to Quator._ __ 
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End Game 

Check on your combat rating often wh™ 
time for a shift from "above average" to ” m m™ ,£ ettln g about 
reach this goal, hyperspace back to *£»^ en 
this for as much time as you have left. Zasoer. Continue 

Actually, if you have a good sense of timing, or keep track of 
your number of kills, you can save some time bv^nrnw,! f 
before reaching "competent" status. You can thS?uS**! 8 
inevitable confrontations that will arise in trading to take vo^ n!r 
the edge into the "competent" bracket. 8 y u over 

Make sure that you're docked before the 2.5 hours runs out 
and trade your rmlitaiy laser in for a beam laser. This will give you 
a 5,600-credit refund, and with both skill and luck you mav have 
over 30,000 credits at this point. y y 


Dangerous Rating? 

Believe it or not, it is possible to attain the rating of 
dangerous" within 2.5 hours (I have done it). This is accomplished 
by finding and destroying the Constrictor through a shortcut: 
heading him off at his final destination planet, rather than 
following his trail as you normally would. 

This may or may not have importance in relation to the 
tournament. The problem is that this goal is extremely tight: the 
°ne time I did succeed, I did so with only a couple of minutes to 
spare. 

Even if one were to play with a very high level of skill, they 
Would probably require the opportunity of playing several games 
within the tournament, to consider this a feasible goal. 


In any event, here is the plan: 

Start the game in the usual manner, and save the 0 f 

tvei 7 stopover. Buy a large cargo bay as J 0L ' i the deeded 
«luipment, and when you have money 
investment capital, purchase a beam laser and an 
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At this point you should start saving money for a galactic 
hyperdrive. For now, we will forgo the extra energy unit and 
military laser; you can purchase these with the profits you make 
in traveling toward the planet Orarra in the second galaxy (the 
Constrictor’s destination world). 

When you dock at Relaes and have 5,000 credits left over after 
buving a load of narcotics, purchase a galactic hyperdrive, and use 
it. 


You will find yourself in the Ororra system, not to be confused 
with the Constrictor’s destination of Orarra. If the narcotics price 
is right for selling, proceed to dock; if not, start the game over at 
Relaes and try again however many times you must. 

Next head for Resori, and restart the game at Ororra as many 
times as it takes to find a good buying price for narcotics. Then 
sell your narcotics at Zaaxeve, buy at Ceiner, and sell at Zatebiso. 

You will next arrive at Orarra, and by this time should have 
enough cash for a military laser and an extra energy unit (note 
that vou can purchase both for only 6,500 credits, if you first buy 
the military laser and get the 1,000-credit refund on your beam 
laser). 

You are not yet ready to tackle the Constrictor; you must first 
see "right on, commander!" before you will be given the mission. 

Your hunting ground is the feudal planet Tiriusri, 2.4 light- 
vears above Orarra. Although not quite as good as an anarchy, it 
will have to do, since you'll have to go too far out of your way to find 
an anarchy. 

Hyperspace into this system, but don't dock. You should also 
not cany any illegal goods, and should only have a legal status of 
"offender" (don’t bring anything illegal to Orarra, and you will be 
demoted from "fugitive" by this point), you dont want to be 
battling the police, which do little for your combat rating. 

As soon as you see "right on, commander!”, head back to 
Orarra and dock, so as to receive your mission. Then head out 
from the station, and you will soon encounter the Constrictor 
once you start jumping through deep space. 
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Constrictor is to arm a missile and A to de stroy the 

this missile just before colliding with him * for hi m, firing 
ECM system, he’ll usually not have eno^h ^ th ° Ugh he has an 
missile trick will work against any ship eti t u Se 11 (this 
system). * P equl PP ed with an ECM 

Or, you can simply run into him if you choose- if 
some shield energy, you'll always come out the^*?t , ^ you , have 
with another ship. However you do it yo^ J^ m a co J lision 
promoted to "dangerous" when the Constrictor is Str^T^^ 7 

If at all possible, make it back to port before the 2.5 hours runs 
out: Orarra if you re still close, or hyperspace to another Suf 

y °. U I e 2°}™ Y0U Y 111 r , ecelve 5 ' 000 credits when you dock SiTcan 
get the 5,600-credit refund on your military laser. 311 


in a game UKe mis, where you're concentrating on combat 

^ U noA yOU , 1 ( : an 1 expect to have a final total of more than around 
15,000 credits. 


So there you have it; the distillation of what I've learned in my 
journey through Elite's universe. Good luck in your quest for fame 
and fortune as a space warrior! 


Chapter 7 


Starting From Scratch 


49 









Filename_ 

Status Combat/Legal. 


Name 


Planets traversed 


mull 


Current equipment: purchases and prices paid 


ttem/Planet 


Trading profits 
1 Kills 
Credits 


Av. price Price paid Quantity ordered 


SPECIAL NOTES: 
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The PAWN by FIREBIRD 

This illustrated adventure is destined to rival all the 
classics. Stunning graphics are the icing on the cake - but 
underneath lies the most advanced text operating system yet 
developed. 

The story is absorbing, humorous, lively, full of intrigue 
and puzzle, yet subtle enough to appeal to the beginner and 
the hardened adventurer alike. 

The Pawn' understands plain English, it knows the 
size, volume and weight of the game objects, their texture, and 
their magical properties (in fact the program stores Id 
pieces of information for each object). 

The game is truly interactive, each character in the plot 
has a personality (even the animals!) and will respon 
differently to your conversation (tiy kicking the burly guards 
once and see). Every situation you come across presents 
multiple courses of action - so the fun is endless and ever 
changing. 
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Leroy’s Cheatsheet 

_Keyboard Overlay 


# 



g. j 

^ 2 j 
v tr 
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Designed exclusively for FIREBIRD'S ELITE 

Extra HELP . . An extra EDGE on your way to 
achieving ELITE STATUS 

Leroy's Cheatsheets are sturdy plastic laminated help sheets that fit over the 
keyboard. The Cheatsheet for ELITE shows friendly and unfriendly ships, all 
command keys are marked, the control panel is detailed and much more. 
Available for: Commodore 64 Commodore Cl28 Apple lie Apple lie 

NOTE: Commodore 64 overlays are NOT Die Cut Commodora 128 comas with FREE Kayocara aritndr 



Plus Shipping 



ELITE - T-SHIRT 

Vaster - too aualitv. black T-shirt. Beautifully a 
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Keyboard overlays for 

Commodore Cl 28 



BJW?' 


DIE-CUT and plastic laminated for a PERFECT FIT on your Commodore C-128 

Tnese C-128 Keyboard overlays document a program, language, or system completely. Now you 
aori have to search through the manuals to find an elusive command - everything is right at your 
fingertips. Commands are grouped together by function to help you go right to the command you 
need The actual keystrokes are shown in bold type and any variables (names or numbers) are 

represented in italics. 

LEROY*S CHEATSHEETS help you better take advantage of all the extended capabilities of the 
Commodore 128-without trying to memorize hundreds of commands. 

FREE Keyboard Extender with EACH Cl 2 8 ORDER 

The Keyboard Extender extends the plane of the C-128 keyboard to 
provide the added surface area needed to support our overlays. It is 
printed with C-128 mode selection instructions (how to switch 
between 64, 128 and CP/M modes) and instructions on how to use 
the numeric keypad as a calculator when you are in C-128 mode. 
Additional Keyboard Extenders are available at $2.95 each. 

rasBai 

□ Basic 7.0 

□ Blanks (Wtof 3 NOT lannlnmed) 

□ Disk 1571 

new □ For The Beginner 

□ Keyboard Extender 


J Easy Script 
J Fleet System 2 6 3 

J Paper back Writer 

J Paper Clip 128 

□ Wordpro 128 

□ Word Writer 
new □ Superscript 


5prea B osh e e S e?s 


□ Data Manager 

□ Superbase 128 


□ Multiplan 


GAMES 


*" □ Elite 

*** □ Flight Simulator II 


MOTE: A FREE Keyboard EJrtindef 
la Wudedwir aach order. 

Additional E* fcndera may ba 
purdiMMd for S 2 .tt by 
Indicating on tha Order Blank. 
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Put Your Computer’s Commands Where They Belong - And Your Manuals On The Shelf. 

Have you ever sat at your computer with the manual in your lap trying to find an elusive command? 'How much 
time have you lost searching through manuals to refresh your memory on how to do what you wanted 7 Now you 
have a way to end that frustration • Leroy’s Cheatsheets. 

Leroy’s Cheatsheets help you get into your program right away. We put the commands right at your 
fingertips, actual keystrokes are in bold type, variables are shown in italics. Designed by software experts, our 
durable plastic laminated overlays are comprehensive reference aids which document a product or system 
completely. Now use your software more easily and more effectively. With Leroy's Cheatsheets you 3 never 
have to hunt for a program command againll 



□ Easy Script 

□ Fleet System 2 

□ HES Writer 

□ Omni Writer 

□ Paperback (Pocket) Writer 
O PaperClip 

Q Script 64 

□ Speedscript 
**□ Superscript 64 

□ WordPro 64 
Q Wordpro 3+ 

mw □ Word Writer 

□ Write Now!/64 





Consultant 
Manager (CBM) 

Cata Manager 

SuperBase 64 


LANGUAGE & 
PROGRAMMING AIDS 


□ Basic 2.0 

□ Blanks (3 ea NOT Laminated) 
O Comal 

□ Disk 1541 

□ Hesmon 64 

O Logo (sheet 1) 

□ Logo (sheet 2) 

□ Pilot (CBM) 

□ Simons’Basic 

□ Sprites Only 


TERMINALS 


□ Term 64 


SPREADSHEETS 


O Calc Result Easy 
O Calc Result Advanced 
O EasyCaic 

□ Muitipian 

□ PractiCalc 64 

□ PraetiCaic 2 

□ Vizastar 

■HiAUIftM.Lia 

□ Doodle 

□ For The Beginner 

a geos 

wm □ Newsroom 

□ Sky Travel 


□ Vidtex 

□ VIP Terminal 

□ Smart 64 Terminal 

iw □ Elite 

□ Right Simulator II 


PRINTERS 


□ Epson RX.FX 

□ Gemini 10X 15X 

□ CBM 801 803 
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Keyboard overlays for 

Apple lie 



DIE-CUT OVERLAYS SAVE TIME - END FRUSTRATION 

How many times have you had to search through a manual to find the proper command for the 
operator you want your computer to perform? You could try to remember all of the commands. Of 
course this means memorizing nearly 250 commands in Appleworks, and maybe another 100 or so 
in another word processor - but your time is too valuable to waste playing mind games. You need 
LEROY'S CHEATSHEETS®, plastic laminated, die-cut keyboard overlays for the APPLE lie . 

These Cheatsheets document a program or system completely. Commands are conveniently 
grouped under Function headings for quick location. The exact keystrokes are shown in bold and 
any variables (names or numbers) are represented in italics. With LEROY'S CHEATSHEETS you II 
never have to hunt for a program command again. 


WORDPROCESSORS 


□ Appie Writer II (proDOS) 

□ Wordstar 

□ Screen Writer II 

□ Speed Script (Compute! Mag ) 

hew O Fleet System 3 


GAMES & 
SIMULATORS 


hew □ Elite 

O Flight Simulator II 


SPREADSHEETS 


□ Multiplan 
O Practical II 
HEW q SuperCalc 3a 

O Visicalc 



O Basic (DOS 3.3) 

O Basic (ProDOS) 

O Logo (Apple) 

O Logo (Terrapin) 
hew Q ProDOS Util Hies 

O For the Beginner (0063j) 


MISCELLANEOUS 


□ AppleWorks 

O BlankS(wtof3.NOTIanilnH*Bd) 

new O Newsroom 

□ Grappler Interface 


DATABASES 


O SuperBase 


PRINTERS 


□ Epson RX&FX, 80 & 100 

□ Gemini 1 ox, isx 

□ Imagewriter 

□ Okidata Microline 92,93 
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Reference Cards for 

Apple lie 

(also lie a compatibles) 



Plus Shipping 


LEROY’S CHEATSHEETS® for the Apple lie are T X 103/ 4 “ plastic laminated Reference Cards that 
document a program or system completely. When used in conjunction with the DOCU-THAY ’hey 'es* iust 
above the keyboard, putting all the program commands right at your fingertips. These handy reference cards can 
also be used with the Apple lie and other compatables if you prefer reference cards to overlays Ail the 
commands are grouped by function with the most commonly used commands on the front side and lesser used 
commands on the reverse. Actual keystrokes appear in bold type and any varidDles are represented in italics. 

Let LEROY'S CHEATSHEETS ® make life easier for you! 


WORDPROCESSORS 


□ Apple Writer lloxooos) 

□ Wordstar 

□ Screenwriter 

□ Speed script (CompuiBl Mag.) 
r □ fW System 3 


GAMES & SIMULATORS 


r □ Elite 

□ Flight Simulator II 


Ua;iwa:ia<a 

□ Multiplan 

□ Practicalcll 

w Q SuperCalc 3a 

□ Visacalc 


□ SuperBase 


LANGUAGE 4 ■ MISCELLANEOUS 

PROGRAMMING AIDS 


□ Basic (DOS 3.3) 

□ Basic (ProDOS) 

□ Logo (Apple) 

□ Logo (Terrapin) 

r a ProDOS Utilities 


□ Appie Work* 

□ 9anks;»«ta*iNOTar.ni»e; 

□ Newsroom 


□ Epson RX A FX, 3C A IOC 

□ Gemini 10X, 15X 

□ Imagewriter 

□ Okiaata Mcroiine 92. 93 



Leroys Apple tie DOC U-TRAY™ 


Add 75 

square inches 

pius shipping to your Apple He 

*[■« r°u can gel your reference material off your lap and put * J^trmiBd'Sastfe supports heavy manuals, 
artputer - at eye level. Lero/. Docu-Tr.y - is ^jL^ dL^T^atTdLs ^k me a, vents, 
itry or our own reference cards. Specially 
adds 75square inches of usableworkspaceto)r 



— - at eye level. Leroy’s Docu-Tray ™ is made of sturdy vac^fcx P ^ block the air vents, 

f perfect for order-entry or our own reference cards. Speaally ^esgned so that it ooes 
Leroy a Docu-Tray ™ adds ~ ~ 
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the problem solver 

equipment stand 

By Leroy 



only 

$19.95 

each 





Specially designed 
to organize your system 

Made of sturdy vinyl coated steel - strong 
enough for any computer equipment. This equipment 
stand will help you organize your system. With our 
°P en construction, cables are never in the 
eniiirvnonf 6, f witcl ' ies are more accessable and your 

C^IZor ,*& C ^ r sp e c T iaMy P Wef'foJ 
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BEGINNERS OR EXPERTS - 
THIS BOOK IS FOR YOU! 


The majority of video games, whether in 
the arcade or for home computers, cannot claim 
to be something that develops meaningful and 
realistic skills in the player while at the same 
time providing entertainment. 


This is not true for the first pefsoh or 
simulator games like ELITE. In these games the 
player fjnds himself inside a space ship rather 
than having a "third person" view of the game as 
in an arcade. This first person perspective is the 
only natural one that a pilot can have, and in 
mastering the game, the player develops skills 
similar to real life activities. 


ELITE is one of the most complicated and 
fascinating games available today. David 
Palmer, the first person in the U. S. to achieve 
ELITE status, guides you through the ELITE 
Universe and teaches you the skills that earned 
him a multi-million credit fortune and ELITE 
status. In addition, a special section of the book 
prepares you to compete in Firebird's ELITE 
COMPETITION which is open to only the most 
skilled players. 
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